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Back Story 


"In the shadow of forever darkness, maggots shall spill from the heart of Amagar and feast on its 
blood until limbs and body collapse." -- Final words of the Book of Light. 

The ‘forever darkness’ came yesterday, during the Festival of Solus. Thousands cheered as the 
Moon slowly eclipsed the Sun. Toasts were made, good wishes were given, and goblets were raised 
to the heavens in celebration. But several hours later, the Moon had not moved, and the festivities 
were ceased. Prayers for redemption were begun. These prayers have yet to be answered. 
Coastal villages were the first to realize the horror that would soon befall all of Amagar. Hordes 
of vile gray demons washed over the small towns, slaying and burning all that stood in their path. 
Elsewhere, great plots of land fell away like trap doors, leaving only huge black holes descending 
deep into Amagar’s surface. From these holes sprung more gray-skinned beasts, racing across the 
open plains with great ferocity towards their target towns. Soon the face of Amagar was pocked 
with these black holes, like a horrible honeycomb, hatching thousands of long-toothed, long- 
limbed, barbarous creatures. It had been so many centuries since man had lain eyes on these 
savage beasts, that few even knew to call them ‘Dark Elves’. 

The Dark Elves once lived as equals with men across the continents of Amagar. Often the two 
races would exchange knowledge, commerce, and resources. But never would the Elves allow 
humans to enter their sacred grounds or come within their village borders. And hence, the nature 
of humanity took its course. Tension escalated between the races until they were constantly at a 
state of near-war. 

The event that finally caused the Banishing War is to this day still debated between historians of 
the Human tribes. What is known, is that the Elven leader Smite quickly dominated the Human 
troops with his genius of strategy and ferocity in combat. The Elves seemed certain to conquer the 
Humans, until the High Council intervened. One star-filled night, the High Council cursed all 
Elves; that come the next morning the rays of the Sun, upon touching their now-grayed skin, 
would burn them all to death. But an unknown magician warned Smite of the High Council's 
curse. Quickly he teleported a select few of his most elite soldiers, wisest leaders, vilest 
necromancers, and most devious witches to the Isle of Rankur. 

There on Rankur, Smite and his kin vanished from sight. Folklore told that the Isle of Rankur was 
where the astral Planes of Kahad (Kahad ha’ Dhum, Kahad ha’ Kareth, and Kahad ha’ Skar) all 
touched Amagar. This connection was said to exist at a point deep beneath the island’s Volcano. 
But the Book of Light never made mention to confirm this. Missionary Priests from the Sulcat 
Temples made many excursions to try to find, convert, and bring to salvation the banished Elves. 
But as would be expected, no Missionaries ever returned, and so the Island was declared cursed 
and off-limits to all of Amagar. 

Over centuries, the history of the Elves became no more than a children’s fable. The cursed Elves 
were forgotten. The people of Amagar assumed them to have perished in the constant flows of 
lava or starved to death on the barren, lifeless island. The history of the Banishing War was all 
but forgotten. 

Those who forget history are doomed... 

Since the eclipse, the numbers of men, women, and children killed by the resurgent Dark Elves 
totaled greater than all disasters before; natural and warlike. With the ruling High Council 
suspiciously absent, Amagar has fallen into chaos. But now the Dark Elves’ brutish pace has 
slowed, as they begin the long march to eradicate all Human life from Amagar’s surface. Their 
columns march through villages, cities, and fortresses, slaying every man, woman, animal, and 
child to be found. The Elves do not stop to rape or pillage; they strive only for the complete 
obliteration of Human life. 
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The Book of Light, a tome detailing much of the Prophecy that will befall Amagar, states that millions 
would die before the Chosen One will be found. That truth has already come to pass. The Book of 
Light also states, ‘The Chosen One will be found too late, blessed by the Hand of Amagar,’ The ‘Hand 
of Amagar’ of which the Book speaks is a mythological amulet of unknown powers. The ‘will be found 
too late’ is just plain frightening. 

However, the fate of the Chosen One is not written. It may well be scribed somewhere in the Book of 
Dark; a complementary tome to the Book of Light. Sadly, the Book of Dark was lost several 
millennia ago as the High Council of that Era fought against a rogue First Mage who had decided it 
was his turn to rule all of Amagar. But like all such mongers of power, his name has long since been 
forgotten, and only his crime remembered. 


All Amagar can do now is sit and wait. And pray. In the safety of the Eclipse, the Dark Elves of 
Rankur are an unwavering tide of blood and death. The High Council is gone, the Chosen One is 
missing, and time is running out. 


Getting Started 


System Requirements 

CPU: Pentium 166 MHz (200MMX recommended) 

O/S: Windows 95/98 

Memory: 16 MB RAM (32MB recommended) 

Available Hard Disk Space: 5|0MB (Recommended 300MB) 


Video System: DirectDraw™ 100% compatible PCI or AGP video card 
(Direct3D™ 100% compatible 3D graphics accelerator w/MMB VRAM recommended) 


Audio: DirectSound™ 100% compatible sound card 
(DirectSound™ 3D 100% compatible card recommended) 


DirectX™ 7.0 (Included) 
Network and Internet Play: via TCP/IP 


Installation 


To install on a PC, make sure you've quit all other applications. The setup procedure 
will begin automatically when you first place the CD-ROM in your disc drive. The 
Setup program will test and install only those files needed for running Dark Vengeance. 


Starting the Game 
Player Characters 


Which character most interests you? The Warlock destroys his enemies with safe-distance magic 
weapons. The Gladiator wields brute strength and enormous weapons. The Trickster utilizes 
her mind with a combination of magic and blade-work. Once you've finished the game, go back 
and start with a different character. DV’s characters are more than just cosmetically different, 
so you'll experience challenging and unique combat with each. 


jm |Nanoc the Gladiator 


ra iy 1%] Born the largest of three orphaned triplets, Nanoc and his brother were 
i wi kidnapped and forced into the Dark Elf Gladiatorial pits. The Elves soon 
= +] pitted Nanoc against his own brother, laughing that neither would be released 


¥ ry until one had died. Moments later, Nanoc shed not a tear as he gazed down on 

A the slain form of what was once his brother. It was on that day that Nanoc 
became a monster. Years later, Nanoc escaped the pits and returned home, only to find his 
sister pooled in her own blood, murdered by Elves. It was on that day that Nanoc became the 
embodiment of revenge. 


Relying mainly on his brutish size, the Gladiator’s game is dominated by intense hand-to-hand 
combat and the ability to endure massive damage. Nanoc’s amazing strength and gladiatorial 
training make him a master with the largest hand-to-hand weapons. His unique items are 
focused on doing more damage in combat and withstanding the blows of his enemies. 


Kite the Trickster 

At but a day old, Kite was buried in a snowbank and abandoned. Miraculously, 

an alchemist by the name of Barkar found the swaddled child and raised her as 

his own daughter and pupil. Barkar taught Kite the ways of alchemy, machines, 
and magic. But she grew frustrated with Barkar's reluctance to teach her his 

‘| most powerful secrets. On the day of the Eclipse, Kite left Barkar’s Keep, 

scorning the alchemist for his overly protective ways. But soon a cold dread in her heart sped 

her back to Barkar’s Keep, only to find Barkar’s corpse desecrated by the Dark Elves. Enraged 

by Barkar’s murder and her own childishness, Kite vowed to bring equal pain and death to every 

Dark Elf walking the overworld of Amagar. 

Kite can certainly hold her own in a fight. She has a few hand-to-hand weapons along with 

flasks, powders, and other tricks, which she uses along with her speed and agility to bypass or 

annihilate her stronger foes. Her unique items are focused on distractions and traps. 


Jetrel the Warlock 


It was while attempting to summon the demon lord, Aggasoggoth, that Jetrel 
the Warlock received the injuries that left his face so mangled that he must 
forever hide its hideous countenance beneath bandages. It was during the 
Eclipse that Aggasaggoth escaped Jetrel’s incarcerating pentacle, for the 
Eclipse blocked out the rays which had once confined Aggasaggoth in the 
pentacle’s shadow. Now, with a soul scarred by decades of foul ritual, Jetrel has sworn to slay 
the Sorcerer that brought about this vile Eclipse. Jetrel the Warlock has embarked on a 
mission of hatred - a mission of pure vendetta. 

Magically empowered, the Warlock uses his long-ranged weapons to keep his frail body from 
physical harm. Though Jetrel is capable of wielding only the slightest of hand-to-hand weapons, 
his skill with the powers of destructive magic is unrivaled. Jetrel can deal out damage over any 
distance, but focusing magic takes some time and the average hand-to-hand weapon is slightly 
faster. Therefore, his unique items are focused on protecting his body from attacks. 


Weapons & Uniques 


Each character will acquire a total of 9 weapons. The weapons are assigned to the number keys 
along the top of your keyboard respective to the order in which the weapons are granted. For 
example, the first weapon is assigned to the "1" key, the second weapon is the "2" key, etc. When 
a weapon is selected for use, its icon and applicable mana supply is shown in the bottom center 
of the screen. (More about in-game HUD and mana elsewhere in the manual.) The first 
weapon for each character does not require mana, and is therefore the default weapon. Each 
weapon is only presented once as a pick-up in the game, typically triggering an event such as a 
door opening. 

Additionally, each character has four Unique Items which are designed to heighten or increase 
each character’s natural abilities and combat style. Unique items do not require mana to use. 
The letters Q, W, E, and R are the preset default keys assigned to Uniques 1-4. To use a Unique, 
just hit the desired key for the corresponding Unique, and it is automatically equipped. Uniques 
that are activated for a timed duration have a countdown in the upper left corner of the screen. 
Uniques are found throughout the game. 


Gladiator Weapons 


FIGHTING AXE "1" 
Just your basic really big, really sharp axe. 


| , ICE BLADE "2" 
all 


‘wi | One of the Gladiator’s two projectiles, this weapon is thrown like a 
i Chinese Star, and bounces off of walls doing damage each time. 


FIRE BRAND "3" 
This impressive fire-based weapon will leave the enemy covered in 
flames which continue to do damage after each hit. 


SHOCKING SPEAR "4" 

A sphere of lightning will form at the victim’s center when hit with 
this weapon, also firing a small tendril of lightning out at any other 
targets within 5 feet of the victim. 


PHANTOM EDGE "5" 
A large glowing sword that leaves a broad green magical swipe. 


THUNDER HAMMER "6" 

This long-handled throwing hammer sails out from Nanoc’s hand. 
Upon contact with any surface the Thunder Hammer explodes in a 
burst of lightning. 


FROZEN CLAWS "7" 

With these ice blades equipped, Nanoc strikes very quickly. 
Anything struck 3 times (with the slower, high-damage strike) 
is frozen and susceptible to shattering from further damage. 


uicker, low-damage strikes require more hits to freeze. 
ag q' 


TITAN’S MACE "8" 

eh, This two-handed weapon does massive damage while covering 
+ fale é . : 

the Gladiator in a stone skin. 


DEATH’S SCYTHE "9" 
This mighty two-handed weapon is made for murder, with magic 
power illustrated by its eerie swipe and haunting cry. 


Gladiator Uniques 


MUSCLE BOOSTER "Q" 


When used, the Gladiator will cause 10 extra points of damage 
with each hit. Active for 10 seconds. 


STOMP "W" 


When used, force-waves will ripple out. Enemies struck by the 
waves will receive damage, and will also be knocked back from 
the force. Those enemies close to Nanoc will also be ‘stunned’. 


BERSERK "E" 

When used, the Gladiator will not feel pain when hit, allowing him to 
continue to attack without interruption. Also, this Unique makes you 
run faster. Active for 20 seconds. 


DRAGON'S SCALES "R'" 

While sporting these defensive scales, Nanoc will receive 100 points 
of armor, and will not take damage from incoming attacks. If not 
used up within 60 seconds, the effect fades away. 


Trickster Weapons 


A 


a 
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CUTTING KNIFE "1" 
This short cutting blade is the Trickster’s first weapon. 


ICICLES "2" 
Short ice blades which are thrown two at a time. These enable 
Kite to keep a bit more distance from powerful foes. 


LIVING FLAME "3" 
A grenade-type weapon, Living Flame expels 3 explosive bursts of fire 
when it hits an enemy or surface. Beware of your own rebounds. 


CYCLONE "4" 
This weapon launches a mini tornado that will daze and harm 
enemies as it swirls around them. 


BLEEDING EDGE "5" 


This blade has an acid core. Enemies struck with it will continue 
to take damage from the acid left in their wounds. 


FROZEN CROSS "6" 


‘| This small cross bow shoots ice darts which will freeze an opponent 


giving Kite time to attack at closer range or run if necessary. 
A second shot will shatter a frozen opponent. 
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ACID BREW "7" 


Similar to an exterminator’s spray canister, this weapon shoots 


off a mist of deadly acid. 


DISTANT BOOM "8" 

Similar to a sticky bomb, this weapon sticks to the surface it has made contact with 
until the player "attacks" again and it explodes. To stick multiple bombs to a 
surface, hit the 8 key after each throw to re-equip a new bomb. Attacking again 
without re-equipping will detonate all the bombs. 


ZAP "9" 


. | A short three-pronged weapon which emits an electrical charge that 


shocks its victim and does massive damage. 


Trickster Uniques 
= | FLASH "Q" 
| When used, a brilliant light flash temporarily blinds all enemies in 
J front and within 12 feet of her. 


aes 


SHOCK MINE "W" 


Drops a small mine that shocks whoever comes in contact with it. 


CHAMELEON "E" 
Allows Kite to fade out and appear invisible. This temporary effect 
will flicker on and off for 15 seconds. 


BURST "R" 

The aptly named Burst expels a grenade which detonates to shoot 
foot-long spikes into the air, which then explode in a staggered 
fashion after they hit the ground. 


Warlock Weapons 


FOCUS STAFF "1" 
The Warlock’s first weapon fires a simple, but trusty bullet of magic force. 


FIERY FIST "2" 
This weapon boasts a fist-like projectile and dramatic explosion, 
which damages nearby enemies in addition to those hit directly. 


STAFF OF DUST "3" 

This hand to hand weapon turns the Warlock into a defensive mass of particles. In 
this state, the Warlock takes less damage. However, every hit absorbed by the dust 
drains mana. 


SKIPSTONE "4" 


The Skipstone is a handy weapon which will bounce three times, causing a 


aa* shockwave on each bounce. Use those corners and angles to your advantage. 
\, VAMPIRE STAFF "5" 
al This living staff topped with slowly flapping wings will launch a pair of flesh- 


“~,.| eating bats which seek out the enemy. Remember to target your prey carefully. 


re TRANSFUSION TINES "6" 
. = This flaming pitchfork steals lifeforce from your opponent and returns it to you 
upon each hit, in addition to causing damage. 


Pa METEOR STORM "7" 
This weapon launches three meteor-like projectiles which bounce and 
* @ explode when they hit a wall. Best at fending off a crowd of enemies. 


t_. | WATERY MIRROR "8" 
: | This weapon will reflect an enemy’s bullet while also sending 
: {| out a shockwave that will knock back an enemy. 


| LIGHTNING ROD "9" 


An extremely powerful weapon, it shoots a lightning bolt at an 


enemy which will then jump from that target to any others within reach. 


Warlock Uniques 


a: a SHIELD SPHERE "Q" 
‘(i When used, the Warlock is wrapped in a semi-transparent protective shield. 


Lasts 10 seconds, blocking the next immediate strike upon you. 


STUN RUNE "W" 
> Using this unique drops an invisible rune which temporarily stuns 
*F an enemy who comes in contact with it. 


CLONE "E" 

Leaves an intangible clone of the character, and turns your Warlock player 
character invisible to others. Lasts for 7 seconds. A real snake-charmer for 
enemies and net games. 


PHOENIX DEMISE "R" 
Casting this unique blasts off an explosive inferno 12 feet in radius 
around Jetrel. Very effective. 


¢ 
Pick-ups 
Throughout the levels of Dark Vengeance, you'll come across a variety of different pick-ups. 


All pick-ups will be vacuumed up when walked over and automatically placed in your inventory. 
Note that only weapons require you to press the interact key to pick them up. 


Instant Effects 

Instant Effects are found in Multiplayer only. There are four Instant Effects, which can be 

used by any of the three player characters. They are designed to boost your abilities or 

defenses. Each effect lasts 30 seconds indicated by a counter in the upper left corner of the screen. 
All Instant Effects are activated immediately upon acquisition. 


character will be wrapped in a flaming skin, warning everyone else to stay back. 


\ JP) DAMAGE FIVE (DV) 
cv This Effect multiplies your ability to do damage by 5. When picked up, your 


es, | INVULNERABILITY 
{ || | This Effect makes your character invulnerable for 30 seconds. 
: A steel skin wraps around you to demonstrate your reinforcements. 


INVISIBILITY 
.. —<—_ This Effect renders your character temporarily invisible, but you'll 
i see your character as transparent when this Effect is enabled. 


MERCURY’S SANDALS 
; This Effect doubles your character’s speed. 


Health 


Resembling fancy goblets, health comes in two sizes, small and large. The Large health is about 
double the potency of the Small health. 


a Small health " ‘: _| Large health 


” ie 


Each player character has a different max health. The Gladiator is most fearless, while the 
Warlock is most susceptible to damage. Your maximum health capacity increases upon the 


completion of each mission. 
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Mana 


Mana is the magical element that powers the weapons in Dark Vengeance. Like health, mana 
comes in two sizes, small and large. Large mana are worth twice as much as Small mana. There 
are four types of mana: Earth, Fire, Water, and Air. 


* 
Small mana * X , 


7, 


Large mana | -_ | 
ye i) 


Your total available mana is indicated at the bottom left of the screen. The particular mana 
available for each weapon appears at the bottom left center of the screen when each weapon is 


equipped. (See HUD Interface.) 


Note: If a weapon runs out of mana, your weapon selection will automatically switch to your first 


weapon, the default weapon. Be careful to manage your mana resources carefully, or you'll end 
up facing a Beret with nothing more than a Cutting Knife. 

KEYS, TOOLS, AND POWER SOURCES 

Throughout the game, you will have to locate various keys, tools and power 

a | / } | sources to unlock doors, start machinery, etc. Keep your eyes open for them. 

r Some are shaped like actual door keys, while others are tools or magical objects. 


When in your inventory, they’ll be displayed in the top right corner of you screen. 


You do not need to manage your inventory - the game will search all items 
automatically when you come upon an interactor that requires a key. 


SHIELDS 


Shield pickups will place a character specific shield on the character’s arm 


immediately. The shield will remain active through 25 uses i.e. the shield has 
made 25 successful blocks. If you pick up another shield while your current shield 


is still active, your block count will increase by 25. If you block an 


attack with a shield equipped, you'll receive no damage from the attack. 


Enemies 


The land of Amagar has been overrun with a variety of sketchy creatures, most notably those 
vile underground dwellers the Dark Elves. Below are descriptions of the types of enemies you 
will encounter as you make your way through the game. 


The Dark Elves 


The Dark Elves have spent centuries perfecting their combat skills. You will meet opponents 
with knives, swords, dagger-like projectiles, bow and arrow, and magic abilities. Some can 
awaken the dead, some call forth magical allies, others just come at you with everything they've 
got. 


oe DARK ELF GRUNT 
Fr The Grunts aren't exactly the brightest stars in the sky, 


7 5 «. | but they are downright mean little buggers. 


"sie DARK ELF SERGEANT 
if 7, © The Sergeant enters the fray only after commanding the 
f | Grunts to attack. He's a slightly bigger, tougher opponent. 
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DARK ELF SEER 
The Seer floats in the air ghoulishly. Her sole focus is to destroy you either 
via her projectile missiles, or the Stained Glass Dark Elves she summons. 


DARK ELF ARCHER 
This Elf enjoys picking off his opponents from a safe distance 
with his bow and arrow — the coward. 


DARK ELF CAPTAIN 


| The Captain attacks in two ways: Hand to hand, or via his projectile claws. 
‘| His large steam pack allows him to deftly leap out of harm's way. He's a wily 


opponent, but he won’t attack as long as there are Grunts or Sergeants around 
to do his dirty work. 


DARK ELF BERET 
A magnificent fighter, the Beret earned his title through brutal, efficient 


-| combat. He's highly skilled at using his two swords, and uses his steam 


driven shields to press your back against a wall. 


| DARK ELF GLADIATOR 


This Gladiator received the same training as Nanoc, making him a formidable foe. 
Plus, this guy’s steam powered limb gives him a dangerous edge. 


NECROMANCER 
In his floating Lotus position, the Necromancer summons the undead from 
their graves, and will try to choke the life from you from afar as well. 


PRIESTESS 
Like her sister the Seer, the Priestess seeks only to harm 
you and will use any means to do so. 


The Undead 


What does one do with a couple hundred years of free time? Make monsters 
of course. Practicing their unnatural evil, the Elves have perfected the art of 
waking the permanently sleeping. 


Spirits 


UNDEAD KNIGHT 

You never know when he'll "awaken" and attack. This lumbering knight isn't 
winning any scholarships, but what he lacks in smarts he more than makes up for 
with his mighty sword or mace. 


UNDEAD CUTTER 
Made from the miscellaneous body parts of the dead, the Cutter never leaves home 
without some sort of sharp instrument with which to draw blood. 


Raised by the same evil that holds the moon in eclipse, the spirits of those long since passed away 
haunt all of Amagar. While generally peaceful, they don't like to be disturbed, and your quest just 
may take you through their lairs. 


ACOLYTE 
Spectre-like being who floats about brandishing two long candlesticks 
to singe you with. A very aggressive fighter. 
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# PRIEST 
The Priest is a complement to the Acolyte with his projectile weapon 


yy which is launched when he swings his incense burner. 


CHERUBIM 
: Okay, we know that cherubim is the plural of cherub, but we're 


taking some creative license here. Besides, these little demons 
‘e x, are hardly angelic, with that evil squalling cry. 
rs 


SHADOW DEMON 
A flea-like creature, the Shadow Demon thrives in cavernous territory 
and shadows your every move waiting to attack. Beware of dark corners. 


Magical 
In addition to the Dark Elves, their undead cohorts, and all those spirits, Amagar is 
swarming with an assortment of magical beings. Some are the allies of the various spirits, some 
are mercenaries for the Dark Elves, while others are just looking for a fight. 


STAINED GLASS KNIGHT 
Made from panes of stained glass, these Knights crash to life from windows which 
shatter as you approach. 


STAINED GLASS DARK ELF 


Summoned by the Seer, these elves build themselves 
right before your eyes. 


LAVA ROLLING ROCK 
Is it a man or a... rock? This creature defies both description 
“| and your defenses. 


FIRE DRAKE 
A mystical fire bird, the Drake inhabits lava caverns and launches 


4 fire balls from his gullet. 


ROCKUPINE 
Like a hog in mud, this thorny beast thrives in the lava pools he calls home. Tends 
to be more defensive than offensive, but beware of his quills. 


is ARCHMAGE 
=. ll ‘=| Floating about in his mechanical conveyance, the Archmage summons 
a the Demons to do his dirty work, then magically evades you by summoning escape 
~ ie portals. 
i 
MANA THIEF 


a A creepy looking beast that's been domesticated by the 
ad ee % | Dark Elves, the Mana Thief's primary combat is stealing 


F *) your mana to render your weapons useless. 


DEMON 
9 A truly monstrous monster, the Demons seem to run in pairs and 
often show up when an Archmage is near. 


a B 


ia WOODBOTS 


= j 

ia » ie i (Human, Spider, Scorpion) Coming together from piles of 
; / het \~ a 
bk ead li 4 


debris, the woodbots are tenacious foes. Makes you want 
Bosses 


Power comes to those who are big and ugly. We don't want to give away any details on these 
guys, but you'll know 'em when you see 'em. 


Playing the Game 


Character Control 


The player control in Dark Vengeance is based on a "chording" system whereby a special modifier 
key is used in conjunction with the standard movement keys to create a new movement. For 
example, the default modifier key for ATTACK is Ctrl. By holding down the ATTACK key, then 
pressing the forward movement key (up arrow or I) your character will move in a forward 
thrusting attack motion (or will throw/shoot a projectile weapon). If you continue holding the 
Ctrl key and press the backward movement key (down arrow or M), your character will execute 
a block. If you wish your character to sidestep to the left (Jump modifier key), you need only 
press the Z key while pressing the left movement key (left arrow or J). Once the modifier key is 
released, your character returns to movement. Below are the common movements and their key 
combinations. Note that you can customize key selections in the Options Menu described later in 
the manual. 


to check your environment very 


thoroughly before entering a room. 


Basic Movement | Hand-to-Hand Attack Chording: Ctrl 


I Forward Ctrl When holding this key down alone, this 
J Turn Left initiates enemy target selection. 
L Turn Right Depress to change targets 
M Backward Ctrl + I Forward Strike, plus character moves forward 
*The arrow keys can also Ctrl+ J = Quicker, low damage strike 
be used for basic movement | Ctrl+L Slower, high damage strike 
Cerrl+M ~~ Block 


Ranged/ Missile Attack 
Chording: Ctrl 


Jump Chording: Z 


Z+I Jump Forward 

Ctrl Holding this key down Z+J  Sidestep Left 

alone initiates enemy Z+L _  Sidestep Right 

target selection 
Ctrl + I Shoot *180 Special: Double tapping Z or tapping 
Ctrl+ J Turn Left the delete key once will make you do a 180 

. degree turnaround. 
Ctrl + L Turn Right 
te Gee Dodge Chording: 
* Z + Ctrl (default for attack mod 
Look Chording: X sa, eae aR 
oT Look D A (default for general movement) 
* ected Dodge is enabled by holding down the Z key, 

X+M Look Up the Ctrl key, plus your directional keys to effect 


*Double tapping X will reset the camera 


**Double tapping X again will return the 
camera to the previous position 


evasive moves from left to right as well as forward 
and back. Alternately, Dodge is made available by 
holding down the A key together with movement 
keys, when not in attack mode. 
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Aiming 

Especially for Ranged Weapon Firing, aiming is critical to successful hits when using 

Long Range weapons; and in hand-to-hand melees it’s handy as well. To aim, hold down 

the Ctrl (Attack) modifier, and the game automatically selects the hostile enemy closest to the 
center of the screen. The accuracy of the impending projectile is indicated by a change 

in color of the reticle from red to yellow to green, green indicating highest accuracy. Accuracy 
increases as you stay locked on a target without firing. While your target is locked, your 
character will automatically turn to follow the target, whether you're using 

missiles or hand-to-hand weapons. 


Interact Key: Space 


Using this key will allow the player character to "interact" with the environment. 
You can pick up weapons, open doors, press buttons, pull levers, etc. 


Advanced Chording Keys: 
Try experimenting with these other chording keys... 
Slow Movement Chording: SHIFT; Uniques Chording: S; Weapon Cycle Chording: D 


Saving/Loading Games 


Saving 

A game can be saved at any point. When in game, hitting the 'Esc' key will bring up the in- 
game menu options, from which you can select QuickSave or Save. QuickSave will save a game 
into the QuickSave slot, overwriting the previous QuickSave game. QuickSave happens after 
you select the option, and does not require you to go to another screen to select a saved game 
slot. Alternately, selecting the Save option will take you to the saved game slot screen at which 
you can save the game to an open slot or overwrite a previously saved game. There are twelve 
slots, plus the QuickSave slot, so you can have up to thirteen saved games. Hitting F5 will 
immediately QuickSave without ever going to the menu. 


Loading 

Loading a previously saved game can take place either from the main menu, or by hitting the 
'Esc' key during a game. From the main menu, you'll go to the saved games screen. Select the 
desired game from the list or select the QuickSave game if available. From the in-game menu, 
select Load, and a full list of saved games (including the QuickSave slot) will appear. 


Special In-Game Key Features: 

Fl - Mission Objective Tip or Netgame Scores Displayed 

F5 - QuickSave (duplicates the menu feature) 

F9 - Viewport Size Down (improves performance by shrinking viewport size) 

F10 - Viewport Size Up (increases to larger viewport size, at performance expense) 
[ESC] - Exits the Game or Menus, except for the Main Menu 


In-Game HUD 


DV’s In-Game HUD (Head’s Up Display), as shown below, 
contains a number of status indicators as well as a text box. The 
HUD can be customized in the Game Options menu. 

PLAYER CHARACTER - An icon bearing the face of your 
character at the bottom center of the screen indicates your 


current player character. 


" HEALTH - A number found beside your player character 
. ~ 8] icon which indicates the current health of your character. 
bee | ==! (0 means it’s too late! 
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MANA - Available mana is indicated in two places on your screen. In the lower left corner a 
column of icons with numbers beside them indicates your available stores of each type of mana. 
The second available mana indicator is found in the bottom right center of the screen next to the 
corresponding mana icon for your current weapon, and represents the number of attacks possible 
with it. Example: You may have 100 units of fire mana, but if the weapon you're using requires 
2 units of fire mana for each attack, then the number indicated for that weapon will be 50. 
UNIQUES - Available Uniques with their corresponding number of uses are found in a column 
in the lower right corner of the screen. To help orient you, the top icon is your fourth 
Unique(‘R’), while the bottom one is your first Unique (‘Q’). 

SHIELDS - An icon in the upper left corner indicates the number of shield blocks available. 
INSTANT EFFECTS - A counter indicates the time remaining for any Instant Effect or Uniques 
in use. This counter is found below the Shield Indicator in the upper left corner. 

KEYS, TOOL, AND POWER SOURCES - An icon for each key in your inventory is found 

in the upper right corner of the screen, and is shown there until the key is used. 

HINT TEXT BOX - Occasionally messages will appear at the upper left of your screen 
indicating when you've picked up a particular weapon, unique, or key, if a door requires 

a key, or other similar events in the game. 


Menu Options 


In-Game Menu 

To access the In-game Menu, hit Escape anytime during the game. The menu will 

appear with the following options. 

OBJECTIVE - Provides a brief summary of each mission’s goals (or hit F1) 

QUICKSAVE - Saves the current game in a special undefined slot ( or hit F5) 

SAVE - Opens a save menu with 12 available slots 

LOAD - Opens the Load Screen from which you may choose one of 12 saved games to load 
OPTIONS - Opens the Options Menu (For an explanation of these options, see the description of 
this selection in the Menu Options section) 

ENTER CHEAT - Allows the player to choose a cheat code 

ABORT - Takes the player back to the Main Menu without saving 


Main Menu 


NEW GAME - opens a character selection screen and starts a new game 

LOAD GAME - opens a load screen and loads a previously saved game 
MULTIPLAYER - opens a multiplayer options screen, and starts a multiplayer game 
OPTIONS - opens the Options Menu 

ABOUT - presents information about the game 

QUIT - quits the current game 


The Options Menu 


The options menu allows the player to set or adjust a number of variables including, audio, 
video, and controls. This menu is also available through the In-Game Menu. 

VIDEO - Allows the player to set screen size (resolution), viewport size, quality mode and adjust 
the gamma. Screen and viewport size as well as quality mode can be adjusted to best take 
advantage of available hardware. The availability of some settings is dependent on the 
documented capabilities of detected hardware. The default settings are based upon system 
profiling done when you load the game. 

5D - Allows the player to enable the game to run with a 3D card. Features include 3D 
rendering, bit depth, texture quality, 3D effect quality, filtering, and mipmapping. Additionally, 
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Dark vengeance features MMX or 3DNow! enhancements. Settings can be modified to 
balance speed v. graphics quality. The availability of some settings is dependent on the 
documented capabilities of detected hardware. The default settings are based upon system 
profiling done when you load the game. 

AUDIO - Allows the player to set sound and music volume, audio quality, and sound system 
features. The above options, as well as the simultaneous sounds option which limits the number 
of sounds being played concurrently, can be set to improve performance or enhance audio 
quality in the game. If a 3D sound card is available, 3D positional sound can be enabled. The 
availability of some settings is dependent on the documented capabilities of detected hardware. 
The default settings are based upon system profiling done when you load the game. 
CONTROLS - Allows the player to customize the game controls with a keyboard, mouse, 
joystick, gamepad, or any other recognized input device. Controls can be set by selecting any 
particular action or movement listed and hitting the Enter key. Then simply press the desired 
key you wish to set a movement to. Up to 2 key inputs can be assigned to any single action or 
movement. Inputs can be mixed and matched using any of the above devices. Follow the same 
procedure used with a keyboard to set controls using any other input device, such as a joystick 
or gamepad. 

GAME - Allows the player to set the difficulty and violence levels, and to specify which HUD 
icons will be displayed during the game. The background movies setting can be adjusted to 
allow for a 20-second delay in between the running of the autoplay demos. 


Multiplayer 
Available Multiplayer Games 


There are two types of Multiplayer games: 


Deathmatch - It’s brains against brawn; might against magic in DV’s deathmatch 
(Individual or Teams) 


Flag Capture — Also known as Capture the Flag (Teams) 


Multiplayer Menus 


To set up, run, or join a multiplayer game go to the 
eT Multiplayer option in the Main Menu. This opens a new 


menu screen with the following options to choose from: 

B PLAYER - Select to join a game as a player 

VOYEUR -— Select to join a game as a spectator 

allies PLAYER/SERVER - Select to be both the server and a player 
HEADLESS — Select to designate machine as a dedicated server 


Player Setup Menus 


The first step for player set up is to choose player name and character. This menu also features 
character specific options such as halos or colors to differentiate one player from the next. 
Once preferences have been set, select <continue> to move on to the next menu. 

The next menu is used to set the network options. Either search for a server or specify the IP 
address of the server. Set connection speed as appropriate for your network connection. 
Because the game has been optimized for slower connections, choose a speed that most closely 
approximates your actual throughput. For example, if you have 56k modem, but you know 
your line speed is really closer to 28.8, select 28.8 to improve game performance. To enter the 
DV Net Lounge, select [continue]. 
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Once in the DV Net Lounge, hit Enter to open up a dialogue line, then Enter again to have your 
message appear in the chat box. Use the Esc key to bring up an options menu from which you 
can change your character and game settings. 

As a player, you do not need to specify a net level, as the server does this for you (see the 
bottom right of your screen for current level settings). Also, the server will automatically enter 
you into the game. If a game is already in progress, you'll skip the lounge and head right into 
the ongoing game. You may also access your player options menu while in a 

game by pressing Esc. 


Voyeur Setup Menu 


See above under Player Setup Menus, though note as a spectator you do not have the option to 
select player name, character, or other character specific options. 


Player/Server Set up Menu 

This menu allows you to designate your machine as server and be a participant in the net game. 
As server, you have the responsibility to set a variety of game options in addition to specifying 
the net level that everyone will load. 

The first step as a player/server is to choose the player specific preferences such as character 
and name. Select [continue] and the next menu will appear, which is similar to the player 
version. Here you must specify the network type and connection speed along with several server 
options. Selecting [continue] from here will bring you into the net lounge. 


In-game Network Server Menu 

At the DV Net Lounge, hitting Esc will bring up an additional menu. 

Player Settings and Options are identical to previously explained menus. 

MATCH OPTIONS - leads to a server specific game preferences screen. 

MAP - Here the net level is chosen. Once a map is entered, the next two lines (mapname and 
details) will automatically update with the map's file name and with the map's description. At 
this time, you'll notice that the game specifications in the net lounge are also updated to reflect 
any changes. 

FILENAME - If you're not using one of the original built-in netmaps, you'll be able to type 

the filename of the map to load here. Watch our website for news on net maps. 

STYLE - Choose a deathmatch or flag capture game. 

Test your mettle in your choice of contest. 

TEAMS - Dictates whether or not teams will be assigned. 

OBJECTIVE - Determines whether time, or team or individual kills will end the game. 

When this option is chosen the next line is automatically updated to reflect that value. 
PLAYER LEVEL - Sets the max health capacities for the participants. 

HOSTING OPTIONS - This menu is where you can set team colors and skins. 

Select Play Game once all settings have been made, which will take everyone into 

the chosen net level. 


Special In-Game Key Features: Multiplayer ONLY 

F1 - F4 to set teams for current players while in the DV Net Lounge. 

Use UP and DOWN arrow keys to select players 

[BACKSPACE] (or [Delete] for Mac users)- ONLY for Multiplayer Voyeur - this cycles your 


camera view to next player in game. 
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Technical Assistance 


If you encounter technical problems with the game you should call the Technical Helpline 
which operates between the hours of 10:00 and 19:00, Monday - Friday (except Bank 
Holidays). Please ensure that you are sitting in front of your computer or have full details of 


your computer configuration and the problem you are encountering when you call. 


Technical Helpline Infogrames UK 
21 Castle Street - Castlefield 
Manchester M3 4SW 

ENGLAND 


Tel: 0161 827 8060/1 


E-mail: _ helpline@uk.infogrames.com 
NOTE: Please have a copy/printout of your CONFIG.SYS, AUTOEXEC.BAT and system 


details when contacting us. Please also have a copy of your system’s memory details — This can 


be obtained by typing MEM the MS-DOS prompt. 
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INFOGRAMES END USER LICE! 


NSE AGREEMENT 


PLEASE READ CAREFULLY. BY USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THESE 
TERMS, PROMTLY RETURN THE PRODUCT IN ITS PACKAGING TO THE PLACE WHERE YOU OBTAINED IT. 


GRANT OF LICENCE: 


INFOGRAMES (hereinafter "the Licensor") grants you a non-exclusive 
licence to use this disc and any accompanying documentation (hereinafter collectively known as ‘the Software')subject to your acceptance of the following provisions. 


USE: 


You are permitted to use the Software in machine-readable only on a single computer, except that the multi-player executable file may be installed on more than 
one computer solely for the purposes of enabling multi-player play in accordance with the Software’s documentation. You may copy the Software only to install it on 
a single computer and for backup purposes in support of your use of the Software, except that the multi-player executable file may be copied for the purposes of 


enabling multi-player play in accordance with the Software’s documentation. | 
notices that are on the original coy 


You may not use, copy, modify or transfer the Software, or any copy thereof, in wi 
transfer any of the rights, duties or obligations hereunder is void. You may not rent, 


RESTRICTIONS: 


ole or 


, lease, 


you copy the Software you must reproduce all copyright and other proprietary 


yy of the Software. 


in part, except as expressly provided for in this Agreement. Any attempt to 
loan, resell for profit or distribute the Software, or any part hereof. You may 


not reverse engineer, disassemble, decompile or translate the Software or otherwise attempt to derive the source code of the Software except to the extent that 


THE SOFTWARE IS LICENSED TO YOU ON AN "AS IS" BASIS, AND THE LICENSOR ( 
EXPRESS OR IMPLIED WARRANTIES OF ANY KIND, INCL 
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reement and the licence granted hereunder will terminate automatically i 
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the Licensor. The Software is protected by copyright and other intellectual 
rough the Software is the property of the applicable content owner and 
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0 comply with the provisions contained herein. Upon termination, you 


must destroy any and all copies of the Software and any related documentation. 
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TY, PRODUCT LIABILITY OR OTHERWISE ARISING FROM OR IN ANY WAY 


AS SHALL APPLY HAVING REGARD TO THE LAWS OF APPLICABLE JURISDICTIONS. IN NO EVENT 
CENSOR RECEIVED FROM YOU FOR A LICENCE TO THE SOFTWARE, EVEN IF THE 


|ATUTORY RIGHTS AS A CONSUMER ARE NOT EFFECTED BY THIS PROVISION. 


NON-ASSIGNMENT: 


assign or transfer any or all of the rights granted to you in accordance with 
to any third party 


icence granted hereunder and may be amended only by a writing executed by both parties. Any 
ish law. If any provision of this Agreement is held to be unenforceable, that provision will be removed and 


main in full force. 
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